[As featured in O&W 6, players build, 
Operate and extend railway systems, 


At 48p plus 11p p&p, kits available are: 


1A - SE Wales 
1B - London to Liverpool 
1D - New York to Cheago 
1G - Central Scotland 

1J — Mersey and Humber 


fantasy Games unlimited inc. 
CITADEL — £2.25 inc p&p 
GLADIATORS - £2.25 inc p&p 
ROYAL ARMIES OF THE 

HYBOREAN AGE = £3.25 inc pap 


ORGANIZED CRIME 


This is a new board game in which play- 
ers become gangland racketeers i7 the 
sinister world of back stabbing and 
double-cross. Makes Diplomacy look 
like an afternoon tea-party! 

As reviewed in O&W 9 — £5.99 inc. p&p 


FIGHT in the SKIES 


A simulation of WWI ariel Saino the 


lbox contains map, rule book, die-cut 
mM Ce A” 
IReERCE GR, 7 in war 
torn 16th century Europe, where 1 -— 5 
players try by skill and cunning to gain 
Personal riches. Set includes map, 
rules and 220 counters — £2.35 inc. p&p 


Madame Guillotine 


France 1793 is the ssiting for this 2 -6 
Player simulation of the brutal struggle 
for power — 75p inc. p&p 


ELDRITCH WIZARDRY 


Supplement 3 to D&D - £3.40 inc p&p 


En Garde — £2.75 inc p&p 


Role playing game of duelling and social 
climing as reviewed in O&W 15. 


A fantasy world of Sword 
and Sorcery wargaming in which players become 
warriors, priests or wizands in/order to slay 
monsters and’ search for treasure. 

Played with pencil and paper or miniature 
figures, it comes as three rule booklets with 


GREYHAWK: Supplement 1 to D&D - £3.40 
BLACKMOOR: Supplement 2 to D&D - £3.40 


DUNGEON! : Simplified board version of D&D 
- £8.50 


CHAINMAIL: Rules for medieval miniatures 
with fantasy supplement - £3.40 


WAR OF WIZARDS: Two player game as each 
fights as a mighty wizard ina 
fantastic sorcery duel - £4.95 


STAR PROBE: A game of adventure, conflict 
and exploration of space - £3.95 


CAVALIERS & ROUNDHEADS: Rules for ECW 
miniature wargaming - £2.25 


BOOT HILL: Rules for Wild West gunfights and 
campaigns — £3.40 


EMPIRE OF THE PETAL THRONE: Mammoth 
fantasy game played on the same 
basis as D&D. Box contains three 
campaign maps and 114 page game 
book - "only" £16.75 


PANZER WARFARE: Rules for micro battles 
of WWII ~ £2.75 


JRACTICS: Rules for WWII miniature wargames. 
Three booklets in bookcase box. 
- £6.75 


TRICOLOR: Napoleonoic rules - £3.40 


MULTI-SIDED DICE SETS: For D&D etc. - £1.95 


THE STRATEGIC REVIEW: TSR's newsletter —45p 


All the items on this page are available 
from: GAMES WORKSHOP 
9T Uxbridge Rd. 
London W12 
Write or call 


All the above prices include p&p. Orders usually 
dispatched within 7 days. Trade enquiries welcome. 


..f0 a new address! 


Uxbridge Road 


We're here ! 


4 


Cal 


15p 


Sept. 1976 


Shepherd's Bush tube 
Metro Line Central Line 


\ 


— Lizidi 
with 

ve 3 hai numerous onderscn -both from shops and also From individuals. If you haven't 
received your games yet, (then yousshould be doing so very shortly, and we apologise humbly 
for the delay. N/ 

There's plenty of news to tell. The high spot of our trip was visiting TSR at GenCon (see 
Ian's report in this issue). TSR-surprised us with about half a dozen new titles, including 2 
new D&D supplements. The last)two, we are assured! 


US Games 

We spent quite a bit of time wandering around games shops and the games sections of dep— 
artment stores. The specialist shops have a disappointingly similar range to what we find in 
the London game and model shops, with Avalon Hill and SPI taking up the most shelf space. 
Fantasy has crept in more so than it has over here, but there was very little that was actually 
new to us. 

On the mass-market side, Milton Bradley are the US equivalent of Waddintons, and their 
games line the shelves of department stores. Waddingtons are there, of course, under their 
Canadian subsidiary, House of Games, with a similar range to that found over here. Gamut of 

- Games, RGI, US sports games, and AH/SPI dominate the adult games sections. An interest— 
ing new game, which we never played, but which seemed to be cropping up all over the place, 
was one called 'Anti—Monopoly' — a game in which you had to 'bust the trust'. The underside 
of the box gave a big spiel about the evils of monopolies, but if the designer was making him- 
self out to be some sort of anti-Big-Business crusader, the price he was asking for his game 
was somewhat inconsistent with his ideals! 


Baseball 

We also Ké4Ed spent a lot of time — too much, in fact —- watching and playing baseball. One 
week we actually spent 4 nights on the run sitting on the couch glued to the TV set, gulping 
down 6-packs of Miller's beer and munching popcorn, staring at the baseball games. Oh, 
purely as an exercise, you understand — just to experience the working American's favourite 
leisure activity! We came back loaded up with bats, balls and gloves (which we'll probably 
never use again). Incidentally, if anyone out there has their own glove, perhaps we could form 
a team and challenge the Americans in Hyde Park? 


Frisbee 

Frisbee flying is another favourite pastime over there and I had the good fortune to meet 
someone who is on the Wham-O Frisbee Demonstration Team. He could do everything witha 
Frisbee - catch it over his shoulder, round his back, between his knees; and throw it over 
his head, from behind his back, on one finger, upside down — you name it. And he'd turned the 
whole thing into a kind of graceful dance, using his body and spare arm to flow with the motion 
of the throw or catch. It was beautiful to watch. 


Come up and see us sometime! 

Needless to say, though, it was all over too quickly and here we are back in London, 
sitting once more before the ol' Wérkshop typewriter and bag of Letraset. But in a new officet 
As you can see from the front cover, we are now on Uxbridge Rd. If you'd like to come and 

‘ see us, feel free to call any day between 11 and 4. We'll also be in most Saturdays (but it'd 
be worth a phoe call to confirm). We'll be keeping some stocks there, so if you'd rather 
have a look at our games before you decide to buy, or just want to save on postage, pay usa 
visit. We may even have time on some days to do a little playing... The new Workshop is 
just a short walk from both the Shepherd's Bush tube stations, round the back of John Granby 
estate agents. Our phone is in the process of being reconnected, so we'll give you the new 


See y'all soon, stwe 


number next ish. 2 


RGI games 


One of the new (or relatively so) games 
companies we came across in the States was 
RGI (Research Games Inc.) who produce a range 
of games which seem to be found in most big 
department stores. The games are published 
mostly in bookcase format and titles in the 
Tange are: two "Major Campaigns of..." war 
games re-enacting the most famous battles of 
Generals Patton and MacArthur; "Weekend in 
Vegas"; "Creature Features"; "Holiday!"; 
"Movie Moguls" and a series of 6 sports 
games. 

Now ever since having collected an un— 
broken sequence of 15 issues of "Famous Mon- 
sters of Filmland" I've been something of 
a horror movie fan, so I couldn't resist 
trying out "Creature Features", which des— 
eribes itself as 'The Game of Horror Starring 
the Greatest Movie Monsters in Film History'. 
I should never have bothered. 

Basically it's a game of Monopoly where 
you run round the board, landing on movie 
squares and buying movies. If someone lands 
on your movie they must pay rent, which in— 
creases as you buy stars from the Ghoul 
Agency. There are also Tombstone squares, 
which give you cash awards for your films, 
and Dead or Alive squares (Chance/Community 
Chest). 

We gave up after fifteen minutes. 

Unfortunately, we never got to try any 
of the other games. Both wargames cover 3 
battles of each general, with separate boards 
for each. I think I've seen these games on 
sale over here, but I can't remember where. 

"Movie Moguls", as far as can be told, 
is exactly the same as Creature Features, 
substituting run-of-the-mill box office suc— 
cesses for the horror films. "Weekend in 
Vegas" is simply an Adult's Compendium of 
Gambling Games, including Black Jack, Stud 
Poker, Craps, Roulette, Slot Machine, Horse 
Racing and State Lottery. Incidentally, we 
passed through Las Vegas during our trip — 
and what a placel 


‘Short digression on Las Vegas 


As you approach downtown Las Vegas at 
night, you drive through the dimly-lit 
suberbs into the streetlights of the town 
itself - just like any other city. Then all 
of a sudden, you hit this 200 yard strip of 
solid neon. Casinos line the streets on both 
sides and every one has a 'skin' of light 
bulbs flashing and glaring, advertising its 
existence. The whole street pulsates with 
light. There is easily enough light to get a 


light meter reading on a camera- and this is 
at 2.00 o'clock in the morning - it is liter— 
ally like being in broad daylight! Vegas 
never closes and there is a sort of shift 
change at 7 or 8 in the morning as fresh gam— 
blers move into the seats of those who are 
just collapsing.. 

The world's largest one-armed bandit is 
at Las Vegas. It is about l0ft. by 7ft, has 
8 reels and lives on silver dollars. Trouble 
is, the first three reels must all be the same 
for even the smallest win, ‘and once the sec— 
ond reel comes up different from the first, 
you've lost - but you must still wait 4 hours 
while the rest of the reels stop. Mind you, 
the jackpot is something like $20,0003 

As the world's gambling centre, Vegas 
is a Mecca for fortune hunters. There are 
all sorts of stories about people who had 
come into town to "Get rich or go broke 
trying!". We met one fellow who had been 
working for a year and had saved everything 
he earned for a mad fling in Vegas. He'd put 
aside g1,000 and was hoping to turn it into 
$100,000 or so. Needless to say, he lost it. 
Then we saw someone else lose $5,000 in half 
an hour, betting $200 a hand at Black Jacks 

But the city isn't famous solely for 
its gambling. Nevada is perhaps the most per- 
missive of the States —- slot machines are 
outlawed in the rest of the USA, and nowhere 
is it easier to get married or divorced. 
Roadside churches advertise their services 
in the same way as supermarkets: "Drive-In 
Marriages - Only $100 - Mastercharge and 
BankAmericard Accepted" on large roadside 
posters surrounded by flashing lights. 

Food is dirt cheap, especially from the 
casinos, where there is always a half hour 
wait for a table and there's nothing else to 
do while you wait but gamble ~ they're not 
stupid... In many of the large casinos, 
entertainment is also free, with names like 
Tom Jones and Andy Williams appearing nightly. 
Shows you how much they must be making! 

But its gambling that gives life to the 
Place. Slot machines are found everywhere — 
even in the loos of some of the casinos. As 
we left Nevada, the last gas station before 
the State Line proudly advertised its slots: 
"Your Last Opportunity..." to lose your last 
dollar. 


Back to the Games 
Ooops! This was supposed to be a games 
review, wasn't it? RGI games are rubbish. 
Save your money and put it towards a trip to 
Vegas! 
+45 J++ 


HEXAGONAL CHESS at JUST GAMES! 


On October 16, the inventor of Hexagonal 


Chess, Mr. Glinsky, will be at Just Games 
(Lower James St.) from 11-6 to demonstrate, 


3 Play and explain his game. Don't miss it! 


OP Used copies of "Go Proverbs Illustrated" by Segol, and 
pa dae Ny ies by Tilley. These books are out of print. 
I \@ Of Anyone who has new or used copies for sale. 
Pethapsia notice in the venérable O&W would be fruitful. 
‘ ya ais Charles Pasco, 1726 99th Northeast, Bellevue, Washington 98004, USA. 


Dear Oaw, 

I've got an 18th Level Patriarch who has, as you know, 8+5 hit dice. He's also got spells 
of mass invisibility, mind blank, move earth, transmute rock-mud, massacorph, delayed 
blast fire ball and shape change. 

Can you tell me if he's allowed to transmute rock-mud the ground beneath an Umber Hulk 
under the control of a 14th Level Druid who has tried successfully to arm the Umber Hulk 
with a Ring of Continual Lung Collapse _if the Umber Hulk has transform-transmute rock-mud 
shoes on but the Patriarch is disguising his transmute rock—mud spell asa delayed blast 
fire ball in the event of the obvious counter-spell of transfer—-transform-transmute rock-mud? 

Cheers, 
Peter Niss 
+HNo. SUH 
Dear Oaw, 

I know it is difficult on occasions to get the Weasel out on time but surely 'Friday in 
Dundee! (No. 16) should have been in your April issue? 

Yours etc. 
Kendall O'Johns 
HEN? SJ+H 


-lankhmar 


The latest addition to TSR's range of boxed games is "Lankhmar", a fantasy game based 
fF on the adventures of Fafhrd and the Gray Mouser in Fritz Leiber's fictitious world of Nehwon. 
In fect Lankhmar, as a game, was developed 40 years ago by Fritz Leiber and Harry Fischer. 
It's a 2 to 4 player game in which players control the forces of 4 neroes (Fafhrd, Gray Mouser, 
Pulgh and Movarl) and their men-at-arms (8 warriors each). 

These four forces each start from their home bases, or 'Citadels' and the object of the 
game is to occupy all your enemies’ Citadels before they occupy yours. The board depicts 
Nehwon with its four Citadels, all overlaid with a hexagonal grid. Movement is through 
forests, swamps, mountains, deserts, snow plains and so forth, and there is also the peculiar 
"Sinking Land" which rises and falls in the sea approximately every 10th move. 

Each fighter is armed with a weapon or three. The heroes have their own special favour— 
ites which give them hit bonuses, while the warriors choose between axes, swords, spears 
and arrows, each having a different range. Combat is initiated by range contact (no zones of 
control), and damage is decided on a Combat Results Table. 

The most interesting and original part of the game comes with the "Geas" cards, which 
represent tasks set by the various mighty wizards and gods which control Nehwon. Every 5th 
turn, a player must take one of these cards and obey its instructions. Many of the cards are 
blank, but others send players on all sorts of missions, such as: "Go to the Trollstep Moun- 
tains to learn the trollstep dance and report to Sheelba." In this case, the player would have 
to immediately dispatch one of his warriors to the Trollstep Mountains. The return journey 
may take a considerable time, perhaps at a point when all arms are needed to defend the 
Citadel. However, on completing a Geas, a player is entitled to take a "Reward" card, which 
might provide him with extra weapons or mercenary troops: 

Travel on the board is either on foot, on horseback, on camelback or in ships and move- 


Announcing "HERALD" 


HERALD} is intended to be a non-profit making, Privately produced magazine. Its aim will be 
to report on games of 'Postal KINGMAKER' in an informal and friendly manner. 


KINGMAKER ~- Through HERALD! 

General and Secret information! Nobles' movement/battles reported without saying which 
players control the nobles, thus creating a fog of war! And although not the main consider- 
ation, there is an element of Diplomacy! 


For further information and postal rules, which are 15p (post free) contact R.A.Hood, 103 
Oxford Gardens, London W10 6NF. 


+4I've just had a glance through the postal rules and I must admit, it looks like it's going to 
be fun. Good luck with your venture, Robin. What's that? Yes, believe it or not, postal KM 
is being run by a Mr. Robin Hood! = SJ++ 


Have you she your own miniatures rules or game? If so... 


Workshop Wants You! 


Have any of you devised rules and/or games that you would like to see produced? We're on 
the lookout for rules and games to consider for publishing. The sort of thing we're after 
is something that can be produced fairly cheaply ie. we're not interested in a fancy boxed 
boardgame with 632 plastic pieces and 17 different packs of cards. If you have any original 
ideas along these lines, then let us know... 

Oh, and while we're on the subject of requests, how's about an article or two (you didn't 
really think you'd get away withoui an article plea, did you)? Please? Don't forget about 
our article competition — £20 in prizes to the winners. Finally, if there are any doodlers 
out there we'd be happy to print cartoons and illustrations, too. 


ment is arranged in terms of 'cost to enter' hexes. The pieces are nicely drawn, but there is 
a peculiar weapons system employed whereby all weapons (which are represented by little 
counters) are stacked with a fighter. The top weapon of the stack is the one he is using and it 
costs one movement point to change weapons. All this is fine until you come to the physical 
difficulties of stacking up to 10 counters 
on top of each other on a plasti-paper 
boe rd; especially within 3 hexes either 
side of one of the creases. 
Lankhmar is more a war game than 
a Fantasy game. It is fairly fast mov- 
ing, and the optional rules for advanced 
play add something to the game, but 
personally, I would have liked to have 
seen more Magic in it. 
1 AHS I++ 


SUBSCRIBE 


Make sure of your monthly Weasel by taking 
out a subscription. Simply let us have a 
cheque, postal order (payable to 'Games 
Workshop! please) or cash, for any amount 
over £1.00. The Weasel will be sent to you 
as it is printed and you will be notified 
when your credit is running out. 

Bach issue costs 15p + postage. 


'y 19th August, the road is hot and dusty and the Dodge 

(across Interstate 80. The two men inside don't seem 
em from WDND Chicago, but stare blankly through 

driving at the inevitable highway. 

5) 
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4 hundred. and FRYE 


should make ity” ne 
{ 


"Huh? 1 } 
"I said, moron, that we should make it in time. '" 
"Oh, right." 


It's easy to/underestimate the size of the United States as Steve and I found on the drive 
back from California tothe East Coast. We had to be in Lake Geneva by late afternoon of the 
19th of August in order to attend the dinner and banquet arranged by TSR, which is their 
customary way of introducing guests, celebrities and stallholders prior to the convention. 
Certainly an excellent idea, which ought I would have thought, to have been introduced to this 
country long ago. Gary Gygax made the intros and outros at dinner, and the guest of honour, 
Fritz Leiber, gave us a few words of his wisdom. The whole thing soon became light-hearted 
and funny and I was fortunate enough to sit next to Miss Wisconsin, Teenager, who had a 
crystal smile and a rather cute way of saying, "Are you reeeally English?" After dinner, 
everyone got into some very serious beer drinking and by midnight the survivors were so 
hungry we had to jump into cars and zoom to the nearest pizza place. So, after nearly two 
days without sleep, Steve and I finally managed to grab a few hours! shut-eye at our over- 
Priced motel before the weekend of fun and games. 

GenCon is the oldest wargaming convention in America, and is organized by TSR in 
conjunction with the Lake Geneva Tactical Studies Association. This, the ninth, was the last 
one to be held at the Horticultural Hall and adjacent buildings. Next year the venue will be the 
Playboy Club, so don't be surprised to find bunnies in American dungeons! 

The Con kicked off with an auction at 10am with a great pile of games and figures being 
skillfully sold off by this-is~cheap-at-twice-the -price Tim Kask. After that, a multitude of 
tournaments started, including the usual tabeltopping, AH/SPI, etc. but naturally Fantasy 
was featured strongly, with games of D&D, Lankhmar (see review), War of Wizards and 
Petal Throne being played everywhere. Undoubtedly the most Popular non-fantasy game being 
played was Kingmaker (well done, Andrew!) and, significantly, the stall selling Avalon Hill 
games sold out of it before they sold out of the new "Sta rship Trooper" game from the book 
by Robert Heinlein. There were, in fact, about 20 stalls and it was more than interesting to 
meet the faces behind GDW, Flying Buffalo, SPI etc. and talk to Walt Buchanan, Lou Zocchi 
and others about the US games scene. Steve and | also acted like kids in a Christmas grotto 
when we came to the American Figures stalls. Some of you may know that Minifigs should, 
in the near future, be releasing their D&D range; reports say they are good. 

Anyway, back to the Con. Before lunch, Fritz Leiber gave a seminar on sword and sor- 
cery and also on the development of his game Lankhmar. During the afternoon there were even 
more games but perhaps the most interesting part was an Epire of the Petal Throne adventure 


guided by the inventor Professor Barker and made famous by the enormous model of the Jakala 


Falace that he'd built together with his red-shirted entourage. In the even ing we were given 
a film, Waterloo, and then got into some more serious beer drinking. The ubiquitous insom- 
niac D&D brigade carried on through the night whilst lesser mortals slept. 

Day 2, apparently, started at 7.15 a.m. with a Fight in the Skies "Dawn Patrol" game 
followed at 8.30 a.m. with another auction. I'm sure there must have been bargains to be had 
at that ridiculous time of day as 1 for one, can dono more than churn out z's at such an hour. 
Everything was again in full swing when we arrived and Steve and I spent the day checking out 
new games with a view to importing some of them and obviously spent a lot of time with all the 


members of the TSR to whom go our thanks 
For putting themselves out for us despite 
the time constraints of the Con. Special 


thanks to Gary Gygax and Rob Kuntz for 
the guided tours and introduction to the 
Next Door Pub! 

Unfortunate ly, we were unable to stay for 
the last day as the Dodge Coronet insisted 
that it be in Philadelphia by Sunday p.m. 
and so we had to leave on Saturday late 
afternoon and yes, once again, drive all 
through the night - what fun... .. 


HAIL 


FRONT PAGE 


What's that you say? "Scoop" is the 
only newspaper game on the market? Don't 
count on it, mate! 

In Brentano's, a book and games shop 
in midtown Manhattan, I happened to come 
across "Front Page", a game produced by 
@ company with the unlikely sounding name 
of 'Gameophiles Unlimited, Inc.' of Mor- 
ristown, New Jersey. 

The game is a sort of cross between 
Scrabble and Junior Scrabble; it's a tile 
collecting game and that's about all. The 
object is to score as many points as pos— 
sible as the front page of the "Mainstreet 
Herald" is composed. Points are scored by 
laying down tiles to complete pictures and 
stories. 

The board is the 'front page’ of the 
Herald. It is blank and is divided up into 
different areas for stories and photographs. 
Each player has a tile rack and there are 
104 tiles to choose from, each having a 
Part of a story or photograph on. As play- 
ers pick up and lay down tiles, the Herald 
gradually gets completed and once the last 
story has been written, the game is over, 

pesints are totalled, and the highest scorer 
wins. 

Not exactly an earth-shatterer, I must 
admit, but it's another game you may never 
come across. It was copyrighted in 1974. 
and the two copies I found looked old. Per- 
haps this should have been included in the 
Obituary Column. 


++SU-H 


A well-known wargames personality, Nicky 
Palmer has recently started a regular wargames 
review column in Games & Puzzles, In this 
month's Weasel, he turns his hand to D&D and 
advises GM's with a malicious turn of mind to 


Div de and Destroy! 


Dungeons in Britain are now mostly quite 
sophisticated as far as monsters go. Most DM's 
have vast card-indexes listing every kind of 
horror on tap to confront their unfortunate play- 
ers. Geographically, however, the dungeons 
are often a shade humdrum, with corridor after 
corridor and right-angle after right-angle. This 
is a pity, not just because it becomes monoton~ 
ous, but because it neglects one of the most 
Powerful weapons in the GM's armoury; the 
chance to split up the party. High-level charac— 
ters are allowed to creep about surrounded by 
hired and charmed thugs and are frequently 
almost impossible to get at. 

One way to tackle this is to move into 3 dim- 
ensions. Instead of eternally wandering up cor~ 
ridors (and the occasional flight of steps), have 
the party presented with holes in the floor and 
doubtful-looking ladders down which break af— 
ter the 5th player or so to descend. Offer them 
gaps between wall and ceiling to climb over, 
which cease to be gaps after a certain time pas- 
ses since they crossed the threshold. Have a 
teleporting monster which is fed by an eccentric 
god in return for transporting a 'norm' of 3 
humans per day back to the surface. In all cases, 
have monsters in the vicinity to give a reason— 
able chance of scattering the party further after 
the initial separation. 

Another approach is to take to the water, an 
aspect of D&D which is rarely used despite quite 
detailed treatment in Vol.3. Let the party enter 
a cave through which a fast-flowing river is 
running, and put a couple of dinghies at the edge; 
they will have to decide who stays in which and 
who stays behind (and who SWIMS — guip!). 
Find out if the party has absorbed the rules 
about exhaustion by making the outflow of the 
river too far down the tunnel to row back from, 
if the party unwarily goes that far. Possibly the 
DM might allow half the dinghy crew to get out 
if they lighten the boat by agreeing who is to be 
left behind! But don't forget to roll for morale 
and loyalty in the unfortunate ones! 

Having divided the party into smaller groups 
you can scale down your dangers and monsters, 
as eg. a lone Magic—User will be quite vulner- 
able to even quite simple traps and surprise 


attacks from monsters at which he would nor— 
mally have a good laugh. The players will enjoy 


(Contd. over) 


++ Remember ou i competi "y 
Evans:tertainly does and haSicome uj With our 
firstientry, an article on Fantasy Gaming. 
Come on now, you lot, the/ball's started rol- 
ling; let's have those entries flooding in. Best 
article wins a week's holiday in Blackpool. 
Second prize is 2 weeks.,... SJ+t+ 


I'm a relative newcomer to the game of 
Dungeons & Dragons, and indeed to Fantasy 
Gaming in general but I feel that even in my 
short association I've been down a goodly num- 
ber of dungeons and I am able to form firm 
opinions about what constitutes a good dungeon. 

The marvellous thing about the game of 
Dungeons & Dragons is the absolute reality of 
your situation. You play, and need to make 
decisions as if you really were in that situation 
and facing those problems. 

In all the games that pretend to be role- 
playing games, you never really are. Take 
Monopoly - a great game indeed, but you are 
never really in the same situation as a Prop- 
erty Tycoon, you are only playing within the 
rules of a game created artificially by the 
designer. That doesn't detract from the value 
of the game, simply places it in a different 
category. It is an abstract game roughly based 
on a real situation. 

Dungeons & Dragons is the forerunner of 
a new class of game in which the game situa- 
tion corresponds to a real one. In D&D it is 
not necessary even to know the rules, in fact, 
it is better if you don't and make your decis- 
ions simply as if you were in that situation. 

Thus, the best dungeon is the dungeon that 
creates, for exploration by the players, a 
consistent, interesting and adventurous world. 
Consistent in that every adventure is connec— 
ted, albeit roughly, with other adventures. 
Consistent in that the monsters in the dungeon 
aren't just sitting, in random order, awaiting 
players to come and kill them, but are doing 
things, living lives, having and attaining am- 
bitions. Consistent in that the players can feel 
they're not just playing a game, but that their 
characters are going somewhere, attaining 
something. 

Interesting, in that the dungeon isn't just 


room after room in which there is either 
nothing, a fearsome monster, or a fearsome 


monster guarding treasure, but that within 
the dungeon you can go places, meet people, 
thwart evil (or even Good). 

To give an example, I'm down one dungeon 
at the moment, postally, and the hunt for fil- 
thy lucre is all but forgotten in a mad escap- 
ade to kill the Magic-User Lord, who controls 
the dungeons. At this very moment I'm being 
chased by several hundred extremely angry 
Orcs (we just killed their leader) and probab- 
ly twice that in Kobolds! And if you've ever 
tried to type articles whilst running you'll 
understand my difficulties! 

For all these reasons I feel that the prime 
duty of the GM is to make his dungeon bel~ 
ievable, to make it work within a certain 
philosophy, a certain framework. In other 
words, to decide what sort of world it is in. 

And what is it that makes all great fantasy 
literature great if it isn't this — detail, con- 
sistency, interest and credibility. If all dun- 
geons were fitted round this, as sadly they 
aren't, then we could all live a character 
through the equivalent of the complete Lord 
of the Rings and games would have reached 
a hight never before achieved or imagined 
in that dim and distant past when one man 
First bet with another on which way up a par- 
ticular bit of Flint would fall. 


DIVIDE & DESTROY (Contd. ) 


the change back to the spine-chilling early 
days of expeditions solo or in tiny, ill-equip- 
ped groups, so long as you give them a fair 
chance to profit from their isolation with in- 
dividual triumphs, and you will at least be 
able to have a shot at that super-wizard... 
The only practical problem is that it may 
be hard to keep track of several groups at 
once. So long as there are not more than 
about three, however, this works out better 
than one would imagine, with one group fight- 
ing for their lives while another debates what 
to do next, and the third engages in the remin- 
iscences about past adventures that seemto | 
be an inso erable part of D’D meetings! To 
avoid excessive splintering of the groups, 
some of the pathways should lead together 
again. Assuming both groups survive, that is! 


Nicky Palmer 


RRR OOOO ROD, 


yoaged the house to buy the first three!" 


| and 'Swords and Spells’. We won't be able to 
*review these properly until they arrive, which 


| look Over them at GenCon. We thought you 
jmnight like to know in advance, though, just to 


rob banks, etc. They'll both be £3.40 each, 


IRQPREOIPOPOIPOIPOOOMD, 


WIZARDS and WARFARE 


++ A few months back, we advertised that we were selling "Wizards & Warfare" — camp- 
aign rules for Fantasy wargaming. Quite a few people asked for further details, and we are 
indebted to D.J. GIFFIN for this review of the rules. SJ++ 


Wizards and Warfare is written by Peter Irving, published by Leicester Micro—Models 
and costs 50p. Well, what do you get for your money? At first sight the rules appear to be 
a rather amateurish production. The front cover could easily be improved, as could the prin- 
ting and spelling (whoever heard of a Forest Trol?). The contents are much clearer than 
the appearance indicates, the sections are put together in a thoughtful and logical sequence 
and are pretty simple to understand - they appear to be meant for a Tolkein/Anglo Saxon 
mythos. 

A good selection of troop types are catered for, most types using the 1 figure:20 men 
system but dragons and other more powerful units use a 1:8 or even 1:1 ratio. The army 
composition tables could be improved; they state that chaos may only use light cavalry and 
then later on state that both sides may use heavy cavalry! The movement rules include 
wheeling, formation changes and take-off and landing penalties, which are average, as are 
the missile and melee sections. 

However, the best section is easily that pertaining to challenges and individual combat. 
The best use for this section is to enable you to kill your enemy's wizard. Wizards have only 
a few spells and are very powerful in combat, and it is well worth while sacrificing a 30- 
point hero to kill or severely wound a 120-point wizard. 

The section on morale is also above average; morale is very important in Fantasy war- 
games and in these rules it is given sufficient space for each type of figure to be given its 
own bonuses and penalties, as well as an explanation of when different types nake morale 
checks. 

In conclusion, these rules are good value for money. Fhey mainly used tried and tested 
methods, but their own individual systems, such as the challenge section, are very good. 
They would make a good introduction to Fantasy wargaming, but lack the detail and involve- 
ment to of much use to more experienced players. 


D.J. Giffin 


++ Don't forget - W&W is available from the Workshop, if any of you have been won over by 
such a glowing review (we'll post your cheque tomorrow, Mr. Giffin!). Price is 50p + 11p 
p&p. And, believe it or not, it is in stock! SJ++ 


IGAMART GAMES MANUAL 


‘This catalogue, prepared by Mr. Birks (26 
Linley Grove, Alsager, Staffs. ST7 2PS) 
lists something like 500 games available in 
this country. The Manual is GOp vrs 
svdoops!). ++ and is well worth acquiring if 
you are a long way from a decent games shop. 


New D&D Supplements 


"Groan! Not more, surely! We just mort- 


‘Yes, folks. Relesed at GenCon were 2 new 
supplements: 'Gods, Demi-Gods and Heroes’ 


SOLO D&D 


Nicky Palmer (Lehwaldsvej 38, 8g,DK-2800 
Lyngby, Denmark) has been preparing a solo 
IDD&D package. This will be on the sealed en- 
\velope principle ("IF you open the engraved 
Coffin then open packet no.73") and should 
take several hours to explore thoroughly. 
Price is 70p inc. p&p. NGC members 50p. 


hould be soon, as we didn't get a chance to 


}.ve you plenty of time to arrange overdrafts, 


unless the £ continues to fall at its recent 
devastating (for us, anyway) rate, 


By 


SALE BOARDING 


Although Skateboards don't really belong ina games magazine (who am I trying to kid — 
anything goes ih the Weasel!) this was a sport we picked up in the States, where it is as 
mucha part of’ American culture, as the Yo-Yo and McDonald's Hamburgers. 

Skateboarding, if you've never come across it before, is a sort of cross between surfing 
and roller skating. It all started about 15 years ago when someone had the bright idea of fix— 
ing his roller skate wheels underneath a plank of wood and riding around on it. The first mainly wargames reviews, including a Charles Vasey column and Marcus' own review 
skateboards commercially (produced weren't much of an improvement on the original, though; of SAIPAN from SPI's ISLAND WAR Quadrigame. Board wargamers ought to have a look 
they were very unstable and-difficult to steer; but these days, designs have improved enor— at this. 
mously. Urethane wheels with sealed bearings have replaced metal ones and flexible fibre- 
glass boards have superceded the old wooden ones. 

There are only three parts to a Skateboard: the wheels, the 'trucks!' (flexible assemblies 
attatching the wheels to the boards) and of course the board itself, which is usually about 2 ft. 
long. The idea is that you stand at the top of a hill, mount the board and ride it down. Only 
there's a bit more to it than that... 

The 'trucks' are pivoted so that pressure on either side of the board will cause it to turn 
— and that's the first trick to learn. A straight swoosh down a hill (which can be quite dan- 
gerous as Skateboards have no brakes) can be turned into a graceful series of winding curves. 
The board extends just beyond the wheels and by pressing on the front or back, the opposite 
end can be made to rise in the air — specially useful for mounting pavements and doing 180° 


Zine Reviews 


This time the reviews are brief, as we've a whole tray full of zines to get through. 


"BATTLEGROUND" —- Price ? - Marcus Watney, 22 Alexandra Rd, Reading, Berks. 
This is the National Games Club's wargames zine. Issue 25 is 8 pages long and contains 


"LEVIATHAN" — %p per side - Eric Willis, 30 Blagdon Rd, Lewisham, London SE13 7HH. 
Leviathan is a games-only zine (apart from a couple of pages of editorial), which no one 
seems to want credit for writing! Number 2 is 28 pages and reports all sorts of games 
such as Soccerboss, En Garde! , Kingmaker and, starting soon, Gary Porter hopes to 
start a postal Petal Throne campaign. Good luck with that, Gary — no doubt you'll need it! 


"THE STRATEGIC REVIEW" Vol.II No.2 — 60p — From ust 
‘This issue, which is the last, of SR, is yet again different from its predecessors. This 
time it is 24 pages long and costs $1.Among other things it contains 10 pages on D&D 
and Petal Throne. And, asa special 'made-to—make-your-—mouth-water' feature, the 


or 360° turns. And then there's a whole class of 'super 
stunts’ that only the most advanced riders can do, like 
riding on two wheels, jumping hurdles and riding down 
steps. Although we didn't actually see anything like 
that, we did see one 15 year old doing handstands on 
his way down a hill! Perhaps the most spectacular stunt 
we heard of (and saw a photograph of) was performed 
in San Francisco, where one skater raced down a hill, 
leapt off his board and over a parked sports car to land 
back on his board (which had gone underneath) on the 
other side of the cart! 

San Francisco probably has the largest population 
of young Skateboarders, as it is built on three hills. 
Just across the bay in Berkeley (famous for its Univer- 
sity and radical students — only they're not so radical 


centre spread is a photographic display of not only 'The Dungeon’ but also of TSR bunny— 
boys Gary Gygax, Brian Blume and Terry Kuntz candidly photographed in compromising 
Positions! So if you ever wondered what sort of creatures could have produced a game 
such as D&D, all is revealed within. But I warn you - they're ugly! 


"THE DRAGON" - From us when we get them in. Price will probably be £1. 


As many of you will be aware, The Strategic Review has now ceased to be and has been 
replaced by two professionally produced glossies, "Little Wars" which deals exclusively 
with war and other non-fantasy games, and "The Dragon" for fantasy freaks. At $1.50, 
The Dragon is expensive, but there is no more comprehensive zine on fantasy gaming. 
As well as D&D, Petal Throne and other non-TSR fantasy game reviews and articles, 
there are stories, cartoons and colour illustrations (which are an excellent way of adding 
depth to their Creature Features - you wouldn't believe what a Remorhaz looks like!) 


LELLAGLLLLLELLLELELLELLEELELLELELL SE eSeee eee 


PkEESR SUBSCRIBERS PLEASE NOTES TEESE IEEE EAR RRP ESS RES RESTA E SESE EE EERE EEE RE 


With the folding of "The Strategic Review" many of you will have credit left on your SR subs. 
We will take it that you'd like this put towards a subscription to "The Dragon". OK? If not, 


please let us know within 7 days of receiving this copy of O&W. 
SOCIO GR CSIUIGGOIIOSIG IG IGITOI GOI TEI IIIS TOR AAI RA AIRE 


any more) we had our first taste of the sport. The Un- ‘ ¢ 
iversity campus is built on a hill and is a favourite 
haunt for Skateboarders. There are,admittedly, too 
many people around for safety, but there aren't many cars, and you're much safer crippling 
a pedestrian than colliding with a car! A lot of the students Skateboard on campus and if you 
hang around for long enough you can usually see some sort of a show. 

Because they are dangerous and a general nuisance to pedestrians, "No Skateboarding" 
signs can be found scattered around pedestrian areas and special Skateboarding Parks are 
being set up in California to provide alternatives. These are giant concrete 'pools' of dips 
wand bends for enthusiasts to experiment with. One famous Skateboard run comes down a slope 
and then through a 12 ft. diameter sewer pipe, where the Skateboarders can show their skill 
and nerve by doing a complete loop inside the pipe! 

The sport will probably never catch on in Britain as well as it has in the States, for sev- 
eral reasons. Firstly, they are too expensive for the British public — about $30-$40 for a 
decent one (although some of the 'cheapo' boards at around $15 are acceptable). Also, we 
haven't got roads like the American ones, which are much smoother. Nevertheless, I do be- 
lieve it is catching on in a small way; I've seen several Skateboarders around Kensington, 
and there is a little gang that meets fairly regularly Seneie Prom at Brighton. infamous Alice Cooper search for the cotton wool! 

If you ever get the chance to Skateboard, at least give it a try. It's one of those sports +4+SJ5-H- 
where you can’actually see yourself improving. Within 20 minutes you will be able to go along 
the flat with confidence, and within an hour you'll be daring enough to risk a hill. Then all 
you have to do is master the turns.... 10 HSIt+F 11 


"NEWS FROM BREE" - 30p - Hartley Patterson, 'Finches', 7 Cambridge Rd, Beaconsfield, 
Bucks, HP9 1HW. 
Glad to see that Hartley has been able to keep up, and even improve upon, the standard 
of NfB since issue 17 (which was the first of the 'new look' NfB's). Issue 19 contains lots 
on D&D, reviews of 'Stellar Conquest’ and 'Citadel', and chat. NfB is easily the best 
British SF/F -games magazine. True, there aren't too many of them, but what I'm trying 


to say is that it's good! 


"THE MASSYMORE OF TREVAROW'"! - 8p - Peter Roberts,6 Westbourne Park Villas, W2. 
2 sides of miscellaneous ramblings which describe a new D&D monster, the MONGS — 
hideous bumbling idiots that eat maggots, swop gold for copper, stumble into pits and 
death traps of their own accord and sing with voices so tuneless as to make even the 


